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ABSTRACT
Fishing is a popular hobby in today’s society. People enjoy fishing to relieve stress,
create social bonds, and find it fulfilling and challenging. In order to fish effectively,
a fisherman needs to know the real-time weather, location information, and have
basic fishing knowledge. There are many ways we can help fishermen by providing
this information in an easily accessible manner. For fishing beginners and fishing
amateurs, the best way to help them catch fish is to create a tool that solves
their needs.

Mobile applications have quickly become a useful tool and are widely used today for
its diversity and portability. It can aid promotion and offer great support, increase
customer engagement, and provide more value to customers. There are mobile
apps for almost every hobby and an app made specifically for its target users will
always strive to provide important and relevant information. WeFish, a mobile app
designed specifically for fishermen, will provide an excellent opportunity to help
fishermen receive real-time notices, learn basic local information and extend their
social network. The mission of this project is using UI and UX design to improve
fishermen’s satisfaction. The final format of this project is an interactive information
web prototype.

Through analysis, this thesis project presents a prototype concept for an interactive
information app that can engage suitable users, allow for feedback, postings, and
reviews, and provide supportive information for the fishing enthusiast.

Keywords
fishing, mobile application, information, prototype, UI design, UX design.
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INTRODUCTION
Situation Analysis

In order to design a mobile application that is useful and relevant to its target
users, one must be aware of its users’ needs. It is clear that different target users
have different use cases so in this case, the needs of fishermen must be taken into
consideration.

WeFish, as an interactive information fishing app, has a core target group of users
who are fishermen. A fisherman’s main goal is to catch fish and in order to provide the
information needed to successfully catch fish, fishermen must be aware of the outside
factors that will affect their fishing yield. This includes the weather, time of the month,
location, time of day, and tools that are being used. Real-time information, such as
current weather conditions (temperature, humidity, precipitation, wind speed, sunrise
and sunset time) would be vital information to have. The fisherman also needs to
prepare suitable fishing equipment which includes fishing nets, lights, fishing carts,
hook, baits, fishing rod, and so on.

A fisherman’s level of experience will also determine what information they would
want. Therefore, users can be divided into different groups by level of experience such
as beginners, amateurs, or experts. They have the same basic needs, but because of
differing levels of experience, have different requirements. Fishing amateurs may want
to get more instant fishing information, but beginners may want to learn the basic
information, such as how to be prepared for fishing. For example, beginning fishermen
may want to know where the local fishing stores are located and where to buy those
fishing tools. It will also be beneficial for the fisherman to become familiarized with
amateur fishermen who can share fishing experiences and go fishing together.

WeFish - Introduction
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There are numerous fishing mobile applications and websites in existence. Some
of them only provide basic information such as local fishing stores, local news, and
fishing places. Some provide the weather forecast and some focus on the social
network, providing real-time fishing messages. However, it is difficult to find one
simple, convenient, and versatile fishing application.

At this time, an instant, efficient, and versatile fishing application can meet the needs
of different users. WeFish, a mobile fishing application that combines different
functions, such as local information, real-time notifications, social networking, and
tutorials, will be key to satisfying different core and side target groups’ needs for
fishing.
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This thesis project is a prototype of an interactive mobile application that involves
multiple pages and functions. The prototype will help target users get real-time
notifications and local information. Users will also be able to create a personal
profile and extend their social network. There is more than one core target group and
therefore, customers will have different purposes and requirements for this product.

There are two main design components in this project. The user interface design piece
will focus on the wireframe, layout, graphic design, and web front-end code. The aim
of UI design is to build a mobile prototype which is easy to use; users can use it on
mobile and PC devices.

The user experience piece will predefine the user group, produce the user survey, and
retrieve feedback. Feedback will be used to develop a more efficient way to know more
about target users, define them correctly, and polish the prototype.

This thesis seeks to provide a solution to satisfy different target users’ requirements
and the results should enhance all customers’ satisfaction. The aim of the research is
to answer the following questions:

1. How to predefine different core target groups?
2. What is the most efficient way to get user feedback?
3. How to satisfy customers’ different requirements in one application?
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Literature Review
User Interface

Designing Web Usability: The Practice of Simplicity
By Jakob Nielsen. New Riders Publishing Thousand Oaks. 1999

The book shares with readers the full weight of wisdom and experience. From content
and page design to designing for ease of navigation and users with disabilities,
the writer delivers complete direction on how to connect with any web user, in
any situation.

User Interface Management Systems: Proceedings of the Workshop on
User Interface Management Systems held in Seeheim
By Günther E. Pfaff. Springer Science & Business Media. 2012

The book contains the proceedings and reports of the “Workshop on User Interface
Management Systems”, held in Seeheim, Federal Re public of Germany, November
1-3, 1983. The workshop brought together experts in using and developing techniques
for managing the dialogue between users and interactive graphics systems. The
purpose of the workshop was to produce an agreed report contrasting existing
approaches, and outlining directions for future work. Four different areas were defined
and addressed at the workshop, namely a) role, model, structure, and construction of
a UIMS b) dialogue specification tools c) interface of the UIMS to the application d)
user’s conceptual model. All participants prepared papers in each of those
problem areas.
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Inventing the Medium: Principles of Interaction Design as a
Cultural Practice
By Janet H. Murray. The MIT Press. 2011

This book explains that innovative interaction designers should think of all objects
made with bits -- whether games or Web pages, robots or the latest killer apps -- as
belonging to a single new medium: the digital medium. Designers can speed the
process of useful and lasting innovation by focusing on the collective cultural task
of inventing this new medium. Exploring strategies for maximizing the expressive
power of digital artifacts, the author identifies and examines four representational
affordances of digital environments that provides the core palette for designers across
applications: computational procedures, user participation, navigable space, and
encyclopedic capacity.

Shaping Web Usability: Interaction Design in Context.
By Albert Badre. Addison-Wesley Professional. 2002

This book can instill in web interface developers the need for a constant focus on
users. The author shows that designing usable web sites requires employing a
web-specialized methodology of designing for context.
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Thoughtful Interaction Design: A Design Perspective on
Information Technology
By Jonas Löwgren, Erik Stolterman. 2004

The authors of Thoughtful Interaction Design go beyond the usual technical concerns
of usability and usefulness to consider interaction design from a design perspective.
The shaping of digital artifacts is a design process that influences the form and
functions of workplaces, schools, communication, and culture; the successful
interaction designer must use both ethical and aesthetic judgment to create designs
that are appropriate to a given environment. This book is not a how-to manual, but a
collection of tools for thought about interaction design.

Web Navigation: Designing the User Experience
By Jennifer Fleming. 1st Edition. 1998

This book offers the first in depth look at designing web site navigation. Author
Jennifer Fleming offers design strategies to help you uncover solutions that work for
your site and audience.

Measuring the User Experience: Collecting, Analyzing, and Presenting
Usability Metrics
By William Albert, Thomas Tullis. Newnes. 2013

This book focuses on how to quantify the user experience. In the second edition, the
authors includes new material on how recent technologies have made it easier and
more effective to collect a broader range of data about the user experience.
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Observing the User Experience: A Practitioner’s Guide to User Research
By Mike Kuniavsky. Morgan Kaufmann. 2003

This book stresses the importance of user research. Lack of user research may cause
a knowledge gap between what designers and the actual users of the product. The
concepts presented in this book aims to bridge that gap by providing an understanding
of how people experience products and services.

Information Appliances and Beyond: Interaction Design for
Consumer Products
By Eric Bergman. Morgan Kaufmann. 2000

This book presents user interface design challenges that are only beginning to be
understood. In this one-of-a-kind book, interaction designers examine the issues they
confronted in their projects: Microsoft Windows CE, a vehicle navigation system,
interactive children’s toys, and more.

Don’t make me think
By Steve Krug. Prigel Books. 2014

Hundreds of thousands of Web designers and developers have relied on usability guru
Steve Krug’s guide to help them understand the principles of intuitive navigation and
information design. Witty, commonsensical, and eminently practical, it’s one of the
best-loved and most recommended books on the subject.
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Mobile Design Pattern Gallery: UI Patterns for
Smartphone Apps
By Theresa Neil. O’Reilly Media, Inc. 2014

This book is a great reference that provides more than 90 mobile mobile app design
patterns. It also explains how mobile OSes have evolved with its own drive for design
conventions and patterns. User experience professional Theresa Neil guides readers
through design patterns in 11 categories, which include Navigation, Forms, Tables,
Tools, Social, and etc...

Three Layers Design Guideline for Mobile Application
By Nurul Zakiah binti Ayob, Ab. Razak Che Hussin, Halina Mohamed Dahlan. IEEE. April 2009.

The research focuses on main issues of designing mobile application which is “how to
display all the information and elements on the small screen of mobile device?”. This
research aims to study and understand mobile human-computer interaction and
other issues associated with mobile commerce application. By understanding
the mobile commerce environment, a framework for mobile application can be
purposefully designed.

Usability of mobile applications: literature review and rationale for a new
usability model
Rachel Harrison, Derek Flood and David Duce. Journal of Interaction Science. 2013

This article demonstrates that cognitive overload can be an important aspect of
usability.
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JavaScript and JQuery: Interactive Front-End Web Development
By Jon Duckett. Wiley Publishing. 2014

This book adopts a visual approach to teaching JavaScript and jQuery. The audiences
is shown how to make web pages more interactive and interfaces more intuitive
through the use of inspiring code examples, infographics, and photography.

HTML and CSS: Design and Build Websites
By Jon Duckett. John Wiley & Sons, Dec 20, 2011

This book introduces HTML and CSS in a way that makes them easily understandable
to any interested party, whether they are hobbyists, students, or professionals. The
approach used in this book utilizes information graphics and lifestyle photography to
explain the presented topics. It is a simple and engaging way to learn HTML and CSS
for readers of any level or occupation.
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Design Process
Approach

WeFish is a mobile application that improves user satisfaction by comparing different
user groups’ requirements. The final design project is a web -based interactive
prototype. All of the visual assets are designed in Adobe Photoshop and Adobe
Illustrator. The prototype is created in WebStorm, using HTML, CSS, JavaScript,
Bootstrap, and JQuery.

•

Do research on fishing factors, basic fishing knowledge, and those competitors.

•

Define the target groups.

•

Design the hierarchy, wireframe, interfaces of the mobile application.

•

Develop an interactive prototype.

•

Create user survey and gather feedback.

•

Polish mobile application by gathering feedback and comparing to the
previous version.

WeFish - Process
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The design process includes 12 steps ( see details in process flowchart graphic). There
are two versions so the user research will occur twice before making a conclusion.

Figure 1 Process flowchat
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Question1: How to prepare to fish1?

1.Go where the fish are.
Fishermen should pick a place that they will enjoy spending several hours outdoors
and a place one has a high probability of catching fishes. Most of the time, lake, rivers,
and ponds are usually a good bet. Fishermen can also find good fishing spots from
websites and fishing store staff.

2.Fish at the right time
Most freshwater fishes come out to eat at dawn and at dusk, making sunrise and
sunset the most effective fishing hours. Fishermen should consider weather as a factor
which will affect the likelihood of catching fish.

3.Prepare suitable fishing equipment
Fishermen should pick an appropriate rod and reel to get started with. The right bait,
fishing line, and hook are necessary, as well as something to keep the fish in.

1. Wikihow. “How to fish?” https://www.wikihow.com/Fish
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Question2: How to catch fish2?

Tie the hook on the fishing line
•

Thread the end of the line through your hook, then wrap it 4-6 times around itself,
going back toward the reel.

•

Feed the end of the line back through the loop and pull it tight. You might need to
use a little spit on the line to lubricate it and make sure it pulls tight.

Attach your weights and bobbers
•

If the water is quite swift, as in a river or stream, it is probably best to attach
weights (sinkers) to your line about 12” above your bait. By weighing down your
line, you will keep your bait in place an inch or a few inches above the floor of the
water—right where the fish are likely to be hunting.

Bait hook
•

While it depends on the kind of bait fishermen are using, in general, they want
to work the hook through your bait as many times as possible to keep it securely
on the hook. Holding the hook securely in one hand, start 1/3 of the way from
the bottom of the bait, and push it straight through. Bend the bait back toward
the hook and pierce the bait again about halfway. At least two or three secured
piercings should be fine.

2. Wikihow. “How to fish?”.https://www.wikihow.com/Fish
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Cast your line
•

Most beginners will cast sidearm, using the same motion used to skip a stone
across the water. Bring the rod back to their side and bring it smoothly in the
direction they want to cast.

Wait quietly
•

Some fishermen will start reeling in very slowly, lightly jerking the bait to give
fish the impression that it is alive. Depending on your experience and your bait,
you might do this, or you might just sit back and wait. Experiment with different
methods until you get a bite. However, do not immediately start reeling back in as
soon as you’ve cast.

Hook that fish
•

Once a fisherman feels a tug on the line or feel the line start to be taken, they
will want to “set” their hook. To do this, simply give their fishing rod (and
consequently the fishing line) a quick and firm jerk backward and up. If they
have a fish on the line, it will fight back immediately and their line will follow the
movements of the fish.

Pull the fish in by pumping and lifting the rod vertically while simultaneously reeling
•

Don’t use the reel to pull in the fish except for very small fish. Keep the line tight
and use your arms to pull it toward you and then reel in the slack line.

Bring your fish in with a net
•

When fishermen have the fish tired out and reeled in, bring it out of the water and
have a partner catch it in their fishing net, or carefully catch it.

WeFish - Process
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Question3: the weather factors
Solar Influence
•

The sun is the largest body in our solar system and some would say exerts the
greatest influence in our daily lives, as well as that of wildlife.

•

The primary solar periods that are factored in weather and wildlife charts are
dawn, dusk, midday, and midnight. Each of these periods is determined based on
the exact time of sunrise and sunset for that specific location and date3.

Lunar Influence
•

The moon is also a large factor in the day-to-day lives of people, as well as wildlife.
Some of the lunar influences are obvious while others are not.

•

The most obvious effects of the moon on the earth are seen with tides.

3. weather.com. “How Weather Affects Fish Activity?” Aug 17, 2012. https://weather.com/sports-recreation/fishing/news/weather-affects-fish-activity-20120328
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Wind
•

Wind can play a large role in fishing success. Wind push the bait to the far shore,
with bait followed by game fish. If fishing from the shore on a windy day, fish
where you have to cast into the wind. If fishing from a boat, cast with the wind on
a sheltered shore.

Fronts
•

Storms and changing weather patterns affect fishing success since fish are keenly
attuned to changes in barometric conditions.

•

With many fish, feeding increases during the hours immediately before a cold
front but slows during and after a storm or front hits. Fishing after a cold front is
poor and will continue to be poor for a day or two.

Cloud Cover
•

Cloudy days improve fishing since the clouds prevent light penetration.

•

Overcast skies cause fish to cruise for food more than they would during bright
days when they tend to hide and stay close to a structure.

•

On overcast cloudy days, fish are less likely to be on specific structure spots or
areas and are more likely to be scattered throughout a waterway.

Rain
•

Another good time to fish is during a light rain, especially a warm spring or
summer rain. Rain can help you hide from the fish since the rain breaks up the
view that the fish has through the water surface4.

4. discoverboating.com, “Best Times for Saltwater & Freshwater Fishing.” http://www.discoverboating.com/resources/article.aspx?id=158
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Tide
•

Tides are actually vertical movements of water and are controlled by gravity. They
are highly influenced by the sun and the position and size of the moon.

•

Tides are the result of small differences in the combined gravitational pull of the
moon and sun at different places on the earth due to differences in distance from a
particular spot on the earth.

•

Along the beach front, an incoming tide is best for fishing as the rising water
covers the new territory where small crabs and other marine life have been hiding
and allows larger predator fish access to the area.

•

In salt water, tides affect water level. For example, a shallow area that might hold
fish may be a very good spot to fish during a high tide but many be a bare mud
bank during low tide conditions.

•

A slough –, a slight depression in the bottom –, is perfect for bottom feeding fish
such as flounder during a low tide situation but might be too deep and difficult to
fish on a high tide5.

5. By Capt. Joe Kent.“Tides: How they work on their effect on fishing.” November 2014. http://www.bayareahoustonmag.com/tides-work-effect-fishing/
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Competitors (website and mobile application)
Fishing Monroe County (website. http://www.fishingmonroecounty.com/ )
This is a local information fishing website. It provides local basic information such as
local fish species, local fishing report, and real-time weather.

Fishidy (mobile application)
The Fishidy app allows members to utilize all the features of their online service on the
go. Anglers can record catches and data about their trip and, share them with friends.

Pro Angler (mobile application)
Pro Angler is an app designed to be a one-stop shop for die-hard saltwater anglers. It
contains a wealth of information on over 100 species of fish, pro-tips from guides in
your location, weekly updates on what’s biting, a GPS based boat guide to help you
navigate to hot spots and reefs, real-time marine weather updates, locations of over
1,000 bait and tackle shops, and more.

Fishbrain (mobile application)
Fishbrain is the world’s largest community-based fishing app. It allows anglers to
upload catches, fishing reports, and observations viewable to just themselves, their
friends and family, or the community at large. Anglers can also view reports and
catches from other anglers in their areas to figure out where the hot bite is6.

6. mysterytacklebox.com.“The 6 Best Fishing Apps For The Modern Angler“. https://mysterytacklebox.com/
blog/best-fishing-apps/
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Mindmap

Figure 2 Mindmap
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The purpose of the WeFish application is to develop users habit and lure them back.
But how can we do it? The hook model describes the solution to bringing users back
again and again without depending on costly advertising or aggressive messaging 7.

The hook model is a four-step process (Trigger, action, variable reward, investment)
embedded into the products of many designers and companies to subtly encourage
customer behavior.

Trigger

Action

External
Internal

Investment

Variable reward
Hook Model
Figure 3 Hook model

7. Nir Eyal, “How do successful companies create products people can’t put down?”. Nov 4, 2014. Penguin
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Before defining the target users, designers need to consider addressing five questions
to evaluate target groups:

1.

What is my application’s purpose?

2. What is my application’s goal?
3. What type of audience would values my application?
4. How effectively am I communicating with this audience?
5.

Am I monitoring industry trends8?

Designers also need to consider different factors which will affect users’ behavior and
preference, such as age, gender, location, occupation, lifestyle, their problems and
so on.

It is a good practice to create a user profile of your ideal customer, which can help you
have a clear, sharp image in your head ( not just a table of data or a graph ). The profile
can include users’ demographics. Designers should focus on target users’ needs and
help them find a solution that meets their needs depending on the user profile9.

8. Amy VanderZanden, “UX: Identifying Your Target Audience“. https://www.singlemindconsulting.
com/2013/06/26/ux-identifying-your-target-audience/
9. Daren Low, “How To Define Your Users, Find them & Solve Their Problems”. October 25, 2017. https://www.
bitcatcha.com/blog/2015/how-to-define-your-users-find-them-solve-their-problems/
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Persona one:

Fishing beginner
Name:

Rishi Prasadh
“I want to know where to catch fishes in local.”

Location

Rochester, NY

Occupation

Office Assistant

Personal device

iPhone (iOS)

Personal life
mobile application
Social network
New Technology

Target attributes:
•

He is a fishing beginner who wants to know more.

•

He is not familiar with the fishing spots.

•

He is also not familiar with local fishing news and other information.

•

He knows how to use a mobile application in daily life and wants to find a
fishing application which can help him learn the local information.

WeFish - Process

28

Persona two:

Fishing amateur
Name:

Lingfeng Mo
“I want to expand my social network here and
catch more fishes.“

Location

Shenzhen, China

Occupation

Engineer

Personal device

Samsung Galaxy (Android)

Personal life
mobile application
Social network
New Technology

Target attributes:
•

He is an experienced fishing amateur.

•

He is familiar with fishing spots but wants to know the detail of
real-time information.

•

He wants to organize fishing activities with other friends, or discuss about
local fishing.
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There are two versions of WeFish. The flow charts of version one and version two
are different. Version two combines the main pages of the home page and local
from version one. Version two also adds the sub-pages of saved fishing places, saved
fishing stores and saved fishing species. The home and map pages provide the local
information. Account pages will provide a social network and saved information to
users. Catch pages support catching fishes details. All of the changes were based on
core users’ suggestions. Each content element is categorized by a different color.

Figure 4 Version 1 flowchart
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Figure 5 Version 2 flowchart

WeFish - Literature Review

31

User Experience Map

Figure 6 User experience map 1
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Figure 7 User experience map 2
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Wireframe

Figure 8 Wireframe
Home page

Figure 9 Wireframe
Fishermen list

Figure 10Wireframe
Profile page

The home page has six buttons and can click to each sub-page. There is a title and
some images below the six buttons. Users can click each image to the news web pages.

The fishermen can each create different lists. Each list has a profile picture, ID,
information and buttons which can be clicked to open the profile page. There are
filter buttons on the top of fishermen list, where users can click to categorize all of the
fishermen nearby.

The profile page has three parts. The first part has the profile picture, background
images, and personal information. The second has two buttons and clicks to the
next pages. The third part has images and basic information.
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Figure 11 Wireframe
Weather page

Figure 12 Wireframe
Weather diagram page

Figure 13 Wireframe
Stores/places page

The weather page has a big rounded rectangle button in the center where users can
click to check the weather diagram. There are also three buttons on the top which
users can click to see the weather forecast. The real-time weather information is
easy to find right below the big button.

The weather diagram page has a big weather diagram to show recent weather changes.
The 7 day weather forecast is below it, as this can help users determine better
fishing times.

The stores/places page has two buttons on the top and can help customers filter the
search results. The search result will show as a list, and each list has a picture,
name, rate, and button which can click to the detail pages.
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Figure 14 Wireframe
Detail page

Figure 15 Wireframe
Location pages

The detail page has a big placeholder at the top where users can see and recognize the
store or fishing place. The name, rate, and other basic information will show on the
detail page. There is aslo a map which shows the location of stores or fishing places.
There is other information that users can find on this detail page, such as photos,
hours of operations, comments, and the link to their home web page.

The location page has a search bar where users can type location information to find
stores in different cities or places. Users can see their real time location and other
important cities in an alphabetical list.
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Figure 16 Wireframe
Map page

Figure 17 Wireframe
Fishing spots detail page

The map page shows the real-time map in the background. Users can see the fishing
spots here and can click the button to see a small frame which shows the information
and rates. They can also click the button to see the details about each fishing spot.

The catch page can show different catch photos from fishermen. The layout will
change depending on the number of photos. Users can click on each photo to go to the
catch details page.
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Figure 18 Wireframe
Login page

Figure 19 Wireframe
Profile page

There are different buttons on the login page and users can choose different ways to go
to their profile pages. There are also two inputs in which users can enter their account
and password.

There are different lists on the profile page, which have picture information and
buttons and users can click to access different sub-pages. There are profile pictures on
the top and users can also see other basic information here. Additionally, users can
see their catch details below the list.
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Figure 20 Wireframe
Catch details page

Figure 21 Wireframe
Submit catch page

Catch details page has a picture slideshow to show the catch moment. Users can click
the left or right button to see previous or next pictures. There are lists below
the slideshow where people can see basic information on what the fishermen have
typed and have shown to others.

The submit catch page has a lot of lists. Some of the lists are for inputting data and
fishermen can type basic information. Some of them are buttons and people can
choose different options. There is a big input field below the lists and customers can
type their mood and conclusions in it.
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Logo

Figure 22 Logo sketch

The idea of the logo comes from the fishes and fish hook, which can help people to
visually connect to the theme of fishing easily. The final sketch includes both symbols.
The first version is a salmon fish and it is too complicated as a logo. The second, third,
and fourth versions show the fishing tools, but it looks like a fishing store’s logo. The
fifth version is the fishing net and fish, it is not clear or interesting. The final sketch
is of a fish as it prepares to bite the hook. Everyone can understand the brand is
about fishing when they see the logo. The last one was chosen as the final logo; the
representation of the fish preparing to bite the hook symbolizes an important moment
in the fishing experience and is easily recognizable.
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Helvetica Regular
ABCDEFGHIJKLMNOPQRSTUVWXYZabcdefghijklmnopqrstuvwxyz
0123456789!@#$%^&*()_+

Helvetica Bold
ABCDEFGHIJKLMNOPQRSTUVWXYZabcdefghijklmnopqrstuvwxyz
0123456789!@#$%^&*()_+

Helvetica Narrow
ABCDEFGHIJKLMNOPQRSTUVWXYZabcdefghijklmnopqrstuvwxyz
0123456789!@#$%^&*()_+

Toledo
ABCDEFGHIJKLMNOPQRSTUVWXYZabcdefghijklmnopqrstuvwxyz
0123456789

Type choices were made based on the target audience and the importance
of legibility. As a result, Helvetica Regular was chosen for this reason, in addition to
accessibility for digital/screen use on mobile applications. Additionally, Toledo was
used for the WeFish logo. Users can find the Toledo logo in the home page and
the demo.
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Color

#005ca9

#053973
Primary color

#fc523c

#8c91e9

#4fdc71

#005ca9
Secondary color

Figure 23 Primary color and Secondary color
The primary colors are #005ca9 and #053973. One is bright blue and another the
other one is dark blue. This mobile application is a fishing application and the blue
color can help users visualize a river or an ocean. The bright color represents normal
status and the dark blue represents the clicked or active status.

The secondary colors are used in different icons.
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Final logo

Logo

Demo screen
Figure 24 Demo screen
The final logo uses the primary color (#005ca9), blue, and white. It is the version used
on the demo screen after people click the WeFish logo. The demo shows animated
water, bubbles, and waves.
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Home page:

Figure 25 Home page icons
Local page:

Figure 26 Local page icons
Account page:

Figure 27 Account page icons
Other:

Figure 28 other icons
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Previous screens
( version1 )

Figure 29 Version1
Home page1

Figure 30 Version1
Home page2

The home page has a slideshow on the top section where users can click buttons to
change the pictures and click on the pictures to go to the sub-pages. Users can also
click the fishers, places, and stores icons to get local information.

The recommendation section will show the popular catch moment. People can click
the “more” button to go to the moment pages. Users need to login if they want to leave
comments for other users’ catch moment. The recommendation part has the title,
catches moment pictures, fishermen’s profile, ID name, date, and location.
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Figure 31 Version1
Local page

Figure 32 Version1
Weather page

Figure 33 Version1
Moment page

The local page has four big buttons: fishermen, weather, places, and stores. Users can
click them to get the local information from different sub-pages.

The weather page has a big button in the center which shows the time and catch
conclusion. It has basic information with three click buttons on the bottom which can
be clicked to check the real-time weather and the three days weather forecast.

The moment page has pictures to show significant fishing moments. It has basic
information about fishermen ID, profile, catch time, and location. The “log catch”
button can help users to submit their recent catch picture and share the details.
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Final screens:
( version 2 )
Home page

Figure 34 Version2
Home page

Figure 35 Version2
Fishermen pages

Figure 36 Version2
personal page

The home page has six buttons on the top: fishermen nearby, local weather, fishing
places, fishing stores, fish species, and location. Users can click each button to go to
different sub-pages and get the local information. The recent local news has different
news titles and images where fishermen can click them to read the local news. It
combines the home and local pages’ contents from the previous version.

When users click the first fishermen button, they will go to the fishermen page. There
are two buttons that can help people filter the search results. One is distance and the
other is last online time. The fishermen lists show pictures, ID name, distances, last
online time, and an “add” button to add new friends.

Users can click the list to go to other fishermen home pages where they can text
message, cancel, or add them as a friend. Users can also see other fishermen catch
moments and can click pictures to go to the catch detail page.
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Figure 37 Version2
Weather page1

Figure 38 Version2
Weather page2

The weather page shows the real-time weather information, Users can click top
buttons to check the weather forecast in next 3 days. The basic weather information
includes temperature, humidity, wind, precipitation, sunrise time and sunset times. A
big button in the center shows the time and the fishing conclusion whether fishermen
should go catch fish. such as great, good ,not so good and bad. This will be indicated
with phrases such as Great, Good, Not so good and Bad.

Users will see other information by clicking the center button or by scrolling down.
The weather diagram shows the recent 24 hour weather record. Users can click
different buttons to check the weather details. The list shows the next 7 days’ weather
forecast to help fishermen make a decision whether they should plan to catch fishes.

The weather page changes the layout and moves the weather forecast buttons to the
top. It also adds the weather diagram and lists to help users choose the right time.
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Figure 39 Version2
Stores/ places page

Figure 40 Version2
Stores/ places details page1

Figure 41 Version2
Stores/ places details page2

The layout of the fishing stores/ places page is similar to the fishermen pages; users
can filter the search results by distances, ratings, or reviews. The lists have pictures,
names, rating, and add buttons. Users can click the add buttons to save those fishing
stores or places and find them on their personal account page.

The fishing stores/ places details page has a big background image on the top of the
page. Customers can also find the name, rating, distance from current location, and
web link below the big image. The google map preview can help people find the
location, address, and check the hours of operation.

Additionally, the photo gallery can help people become familiar with the environment.
Users can also check other user comments to make a decision on whether it is a good
place to go fishing or buy fishing equipment.
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Figure 42 Version2
Fish species page

Figure 43 Version2
Fish species details page1

Figure 44 Version2
Fish species details page2

The fish species page uses a list style to show the different types of fish. Users can find
pictures of various local fishes and select their name from the list. They can click the
“add” button to save their favorite fishes to their own account. They can also click on
the list to see the fish species details pages.

The fish species details page has a big image on the top to help users distinguish
what the fish looks like. There is a description of each fish’s habits, typical locations,
and other basic information. Fishermen can also find the most popular bait and the
latest catches for many different species.
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Figure 45 Version2
Local page

Users can type keywords to find cities and location. The local page shows your city,
trending cities, and an alphabetical list of all cities. All of the local information will be
changed if the user chooses another city button. People can also click the list button on
the right side to find their favorite cities quickly.
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Interactive map

Figure 46 Version2
Map page

Figure 47 Version2
Fishing spot page1

Figure 48 Version2
Fishing spot page2

Users can use the mouse to move the map background image to see all the locations
of different fishing spots. They can find the rate, fishing spots’ name, and an entry
point to the fishing spot’s sub-pages.

Fishermen can find different catch information from the sub-pages, and the number
icons can be clicked as links to the individual catches’ pages. Users can also click
on the rating button to leave their personal rating. The catches diagram shows the
amount of catches over time.
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Account

Figure 49 Version2
Map page

Figure 50 Version2
Fishing spot page1

Figure 51 Version2
Fishing spot page2

Users should login first if they want to use the Account page. There are a few different
ways that they can log in: email to create a new account, or login directly with Google
or Facebook.

Fishermen can visit their personal Account page and see their friends list, messages,
saved fishing places, saved fishing stores and saved fish species. They can also see and
manage their catch history here.

Users can click the top right setting button to manage their account and change their
personal information, email address, name, password, profile picture, and account
background image.
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Figure 52 Version2
Friend list page

Figure 53 Version2
Message page1

Figure 54 Version2
Message page2

The Friend list page, saved Fishing places, saved Fishing stores, and saved Fish species
have the same layout. Users will see the font’s orange color to indicate an item
was added. They can delete the saved item by clicking the right button, which will turn
the front color to blue ( not added) and disappear from the list if they refresh the page.

The message page has a number of messages, sender’s profile, ID, and the latest
message time . Users can also click the arrow button to read the messages and send
messages to their friends.
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Catch

Figure 55 Version2
Catch page

Figure 56 Version2
Catch detail page1

The Catch page has filter buttons similar to the fishermen and stores/ places pages.
Users can also find the catch moment here. Each catch moment will show pictures, as
well as the fisherman’s profile, name, catch time, and location. The layout of pictures
will change depending on the number of pictures that the fisherman submits to the
database. Other users can click on the like button or comment button to leave their
personal reviews.

Fishermen can click on the catch pictures to read more details about the catch, find
larger images, the sender’s description, and other people’s comments.
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Figure 57 Version2
Catch detail page2

Figure 58 Version2
Fish detail page

Figure 59 Version2
Log catch page

Fishermen also can read about metadata for the catch such as the fish species,
weight, length, fishing method, bait, location, and weather. They can click the right
button behind each catch slideshow to get that information.

Users can also submit their catches by clicking the log catch button on the bottom
of the Catch page. There they can choose pictures from their camera roll and submit
details, showing their own catch moment to the public.
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Prototype development

Figure 60 Software logo

WeFish prototype used web front end to finish the part of prototype development. It
includes HTML, CSS, JavaScript.

HTML is used to build the web prototype’s structure, such as head section and
body section.

CSS is used to define the style such as color, width, height, background-image, font
size, font weight, and so on.

JavaScript is used to define each function such as the click, window ready and window
load functions.

The software is WebStorm. WebStorm is a lightweight yet powerful JavaScript IDE
which is perfectly equipped for client-side development and server-side development
with Node.js.

WeFish - Process

57

Figure 61 folder

Figure 62 HTML file

WeFish - Process

58

Figure 63 CSS file

Figure 64 JavaScript file
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There are multiple prototype tools such as InVision and Justinmind that designers
can use to create a prototype that looks similar to a mobile prototype. The most
challenging aspect is how to create a web front end prototype using these
prototype tools.

The biggest difference between prototype tools and web front end prototypes is that
the code can define unrestricted function or animation. A web front end prototype can
connect to the database and build dynamic web pages. WeFish has a lot of details to
make it look like a real mobile app. For example, users can click Add friend and find
the added friends or stores, fishing spots, fish species color will be changed from blue
to orange.

Lynda.com is a good tutorial resource website that can be used to solve coding
problems. Youtube, Stack Overflow, and other tutorial websites can also help solve
technology problems.
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User research methods

Figure 65 Survey Monkey2

Figure 66 Survey Monkey3
There are different ways to do user research. One is the online surveys and another
one is face-to-face surveys.

SurveyMonkey is the world’s most popular free online survey tool which can help
project planners get target user feedback quickly.

The WeFish version1 survey got 12 responses and version2 got 15 responses.
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Figure 67 Face to face questionnaire
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Figure 68 Version1 questionnaire
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Figure 69 Version2 questionnaire
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Lake Ontario

Figure 70 Location

There are two ways to do a face-to-face survey:

The first one finds fishermen in local fishing spots and surveys them. There are many
local fishing spots in Rochester which are good places to find fishermen, such as
Lake Ontario, Mendon Ponds State Park, and Genesee River.

Another one is prepared surveys in Imagine RIT and show the web prototype.
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User responses

Figure 71 User response1

There were 32 responses total, 8 of them which are incomplete.

There were 24 completed user responses, 11 of them are of version 1 and 13 of them
are of version 2.

From the data, 18 of those users are fishing beginners and 5 of them are fishing
amateurs. Only one user believers he/she can be designated as a fishing expert.

Conclusion:
Target users are fishing beginners who have interest in catching fish and few of them
are fishing experts.
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Question1:Have you used another fishing app before?

Figure 72 User response2

Question1: Have you used another fishing app before?

There are 20/24 people that indicated they have used other fishing apps before and
4/24 said they have never used another fishing app.

Conclusion:
Target users have had experience using other fishing apps and they may want to find
another fishing app which can help solve specific problems.
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Question2: Why do you use a fishing app?

Answer:

1. Fishing more efficiently.						

		

2.Buy some fishing tools.

		

3.Want to know how to fish.

		

4. Check the tide daily.							

		

5.Keep records about fishing.

		

6. See other people’s catch.

Question2: Why do you use a fishing app?

There are different reasons why people want to use a fishing app. Fishing beginners
want to improve their fishing efficiency. They also want to know how to fish and buy
some fishing tools (local information). Fishing amateurs want to check the tide daily
and keep records of fishing. Both of them want to see other people’s catch.

Conclusion:
Different users may have different requirements and demands. Beginners focus more
on basic knowledge and local information while amateurs focus on social network and
professional data.
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Question3: Are you interested in using the WeFish app?

Figure 73 User response3

Question3: Are you interest in using WeFish app?

It is a good research result that everyone thinks WeFish is a good fishing app and they
are interested in using it.

Conclusion:
WeFish will meet the growing demand for a fishing app that assists fishermen of all
skill levels efficiently in pursuing a more meaningful catch.

WeFish will enhance and improve the fishing experience!
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Rate the following aspects of the WeFish app

Figure 74 User response4

Rate the following aspects of the WeFish app

It is clear that the response rate of version 2 is higher than version 1.

The ratings in this diagram range from 1 to 5. A rating of 1 means very weak, 2
means weak, 3 represents fair, 4 means good, and 5 means very good. The average
rating of version 1 is 3.435 and version 2 is 4.1525. So, the overall feedback
improved from fair to good.

The biggest gap is user navigation which was 3.13 in version 1 and is 4.25 in version
2. Only the rating for user orientation is lower than 4.0, with a rating of 3.9. All the
ratings in version1 are lower than 4.
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Conclusion:
Version2 of the prototype changed a lot of things compared to version1, such as layout
and icons. All of the changes were based on user feedback. The biggest change was
combining the home page and local page, because our largest group of users are
fishing beginners and they want to get more local information easily. The results
from feedback show that the version2’s user navigation was much better than version1.

The rate of visual style also improved a lot from 3.15 to 4.13. The primary color,
images, typography, and icons are changed in version 2. Most of the feedback on visual
style came from face to face interviews. Designers can introduce WeFish to users
and help them learn how to use WeFish, understand their preference, and gather key
information from them.
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Suggestions for improvement / general comments(version 1)
1. Bottom navigation in the subpage.

2. Maintain the unity of each page.

3. Bigger pictures.			

4. Low user navigation.

5. Repeat information.			

6. Unnecessary recommendation.

7. Focus on information or social?

Most of the user feedback about WeFish verison1 is about layout, navigation, visual
style, and information.

The designer used most of their feedback to improve WeFish in these areas. For
example, changes include keeping the bottom navigation in each subpage, making
the pictures clearer and bigger, combining the home page and local page, deleting the
repeat information and focusing more on information.
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Suggestions for improvement / general comments(version 2)

1. Search fish places all around the world.
2. Add the tide information.		
3. Weekly ranking of users.			
4. Share the catch details in social media.
5. Forecast in the home page.

Version2’s user feedback is more focused on social and interactive function when
compared to information in version 1. Only one feedback wanted to change the layout
and add forecast on the home page.

It means that the new version can satisfy most of the users in the field of layout,
usability, visual style, and so on.
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Designers can prepare different examples of real personas for various core
target users. Designers should choose specific demographics to target depending on
the product, for example, age, location, gender, education level, and occupation. They
can also consider the psychographics of your target market, for example, personality,
attitudes, lifestyle, and hobbies. Also, user experience maps are a good way to help
designers understand their potential user behavior and demands.

There are three popular ways that designers can conduct research with target users:
online survey, face-to-face interview, and phone interview. The online survey is the
most efficient way, but some of the surveys may be submitted incomplete and can’t
be used. Face to face interview requires designers to find the target users in real life
and book a time to meet them. It will take a lot of time, but designers can get a lot of
important information and comments from users. Designers can introduce and help
users understand the product and, they can also ask more questions to target users.
The phone interview may face a problem of how to find target users. Designers need to
find the solution and then they can use this way to do user research.

After usability testing, users provided positive feedback for this project. Both fishing
beginners and fishing amateurs believe WeFish can help them catch fish and satisfy
their different requirements. The average rating improved from “fair” to “good” and
all of the changes were based on user feedback.
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Designers should understand one rule: Design everything based on user feedback and
don’t believe good products can be created without user feedback. It will be beneficial
to the product development if designers can find some potential users who can give
feedback for each step. These new potential users should not be person who have
already attended the user test before or has already become familiar with the products.
Designers should find new users who can help them find the products’ bugs or issues
with the product.

In conclusion, WeFish provides an excellent example by engaging visual design,
interaction design, user experience design, and web front end skill. Through the design
and development process of this web prototype, the thesis candidate learned how to
define potential core users, how to get user feedback, how to produce a web prototype
which looks like a real mobile prototype, and how to find a solution to satisfy different
user demand in one product.
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